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MINIATURES RULES Ol 7A 
Air Power (TSR) SJ 


} aRREZ (Za, 


a 
DUNGEONS &/DRAG' 
Basic D&D Seth 


ONS (TS! 


= 


Greyhawk f rea | Cavaliers & Roundheads (TSR) £2725, 

Blackmoory’ //// <J Classic Warfare (TSR) £6.75 5p 
Eldritch Wizardry Fw || Don't Give Up the Ship (TSR) £3.40 

Gods, BDemi-Goids & He ‘| Fighter Pilot (Little Soldier) £1.95 

Swords & Spells \-Imperial Guard (Little Soldier) £2.25 

Chainmaliliew! | Knights of the Round Table (LS) £2.95 FEBRUARY 1977 


CharactenArchaic 
20 Character Sheets (GW) 
D&D Info/Description Sheet (GW) Free 


Panzer Warfare (TSR) £2.75 
Tractics (TSR) ; £6.75 
Tricolor 


DO-IT-YOURSELF GAMES 
Railway Rivals (Watts) 


FANTASY GAMES 


Battle of the 5 Armies (TSR) 


£3.5 


Citadel (FGU) £2.25 Kits available: 1A 1B1D1G1J 111K 

Dungeon! (TSR) £7.95 Railway Rivals Handbook (Watts) } — 
| Empire of the Petal Throne CTSR)£16.75 Oil Distribution Game 
| Lankhmar (TSR) £6.95 } ‘al 

Sorcerer — Boxed (SPI) eos Multi-Sided Dice Sets (TSR } H FISEA 

Gee ae ee ED) BOIS Percentage Dice i 30° 

F eS) BOCES Average Dice 

_White Bear & Red Moon (Chaos. 


MAGAZINES 


"Owl & Weasel” (GW) 


The Ringbearer (L. Soldier) £1.95 


i 
z L fs "The Dragon" (TSR) £1.25 Y D 
i 

Wizards & Warfare (Leic. Micros’ "Little Wars" (TSR) £1.25 3 \\ . 
MISC. ROLE-PLAYING RULES "Strategic Review" (TSR) Nos. 1-6 45 f 2 NSN) 
Boot Hill (TSR) £3.40 No. 7 -60 é 3 iM 

\ > < \\ Nyy) 
En Garde! (GDW) eons) Subscriptions available on the above. “J \ i 
Gladiators (FGU) "News from Bree" (Patterson) a My 


Prehistoric Animal Combat 


SCIENCE FICTION 
Galactic War (Tabletop) 


"The Wyrm's Footnotes" 


eee 


NV 


G 


Petal Throne Posters (TSR) 


= 


Metamorphosis Alpha (TSR) £3.40 Games Workshop Catalogue (GW) . \ Ri 
= * . Y) 

Outreach - Boxed (SPI) pore MINIATURE FIGURES Pt 

Outreach — Pouch (SPI) £5.25 Fantasy Figures — SAE for lists z 

Star Empires (TSR) - Avail. soon = 


JUST ARRIVED / oe 
| 


Advance figures from the Minifigs D&D 
range. We have Dwarves, Elves, Goblins, 


Star Probe (TSR) £4.25 
Starship Troopers (AH £7.95* 


/ 


1066 (TSR) £8.25 Ores, Hobgoblins and Kobolds in stock. 
Der Fuhrer (Little Soldier) £3.25 7 i 
1 AE for lists. 
Fight in the Skies (TSR) £6.95 Call jn-or.send Pe 
Kingmaker (AH) £7.95* 


Battle for Andromeda (Taurus) £7.25 
Warriors of the Dark Star (Taurus) £7.25 


* Postage not included on items marked i ) GA MES DAY 


with an asterisk. Please add 20% p&p on these 
items. Total postage additions should be not less y 
Pennine War (Watts) -48* 


than 6%p but no more than 7Op. 
Poor Bloody Infantry (Srd Mill.) £1.60* 


Postage & packing included in the prices of <> 
all non-asterisked items. “sy 
TRADE ENQUIRIES WELCOMED pts 


Please make all cheques/PO's payable to: 
"Games Workshop" 


Little Big Hom (TSR) £6.95 
Mercenary (Gametesters) £2.35 
Marching to Richmond (Watts) -48* 
Operation Market Garden(3 Mil.) £2.50* 
Peninsular War (Watts) -48* 
Peninsular War Book (Shire) .30* 


ities of the organisers of Games Day perhaps we 

rs are Games Workshop, 97 Uxbridge Road, i 
rts of Ian Livingstone and Steve Jackson. This ,. 
e realised, is an extended edition of our own 


Ugh of the formal introduct 
because felt'that more re on ought to be given to the fact that games playingisa 
hobby in itself and not just a tr ng to do occassionally on a rainy day. There are many H 
isolated around the country who find it difficult to (@) find opponents and (b) purchase many 

of the games they've heard of but find impossible to obtain. Games Day can do much to } 
alleviate) these Problems. th fg Ha ? 
Firstly, players can meet eee 

each other and from this D ff (i) a DAY 
can form clubs which P 

have regular meetings. 
Ales tne uninte at FULHAM TOWN HALL, 

discover what playing Z y HARWOOD ROAD, LONDON SW6 
games is all about. ( on Saturday, March 12, 1977 
Secondly, as most of the s 

major games shops and 


some of the manufacturers ADMISSION : Adults 50p HOW TO GET THERE: | iezuey tube 
are represented at Games eee Day ane Fulham 
‘Day, it is likely that most TUTE OE ean Cee) PAG hippos 


of the games wanted will DETAILS : from Games Workshop, 97 Uxbridge Road, London W12 


be obtainable. Thirdly, it STALLS * ADVENTURES * COMPETITIONS * ‘BEST ROOM! PRIZE * FOOD * SAR 
gives games players the ia 
chance to air their views to inventors and manufacturers which could be beneficial to all Ph 
Parties concerned. igh 
At Games Day '77 there will be lots of things to see and do. If you turn to pages 10 and 11 you 
will see the layout of the hatls and the timetable of events. As can be seen, there are over Ny 
20 trade stands in the Main Hall at which there will not only be games for sale but also the bi 
opportunity to play and talk games. In the Exhibition Hall you will not only be able to watch Wy 
games being played but will also be able to enter prize competitions and yourselves a free 
game or two. The entry forms for all the prize competitions will be obtainable from the” 
Information stand located in the centre of the Main Hall. Incidentally, a list of the prize ¥ 
competitions with their starting times can be found opposite on page 3. 3 
And now, in place of the usual bad joke loathed by 
regular Owl & Weasel readers, it's time for the _ 
O&W international tongue-twister contest. 
The first is for all our Japanese Games Day 
visitors (if any): 
The fellows from Philadelphia find flowers freq— 
uently. a 
OK boys, repeat after me, "The frerrows from 
Frirradelfria frind frowers fweckwentwy". 
Now the laughs on you, English speaking Peoples, 
try and get your tongues quickly around these two 
"The sheik's sixth sick sheep" 
" Red lorry, yellow lorry" 


Subscribe 
OWL & WEASEL costs: 


In the shops: 20p 
By subscription (UK): 25p inc. p&p 
By subscription (overseas): 30p inc. pip 


Owl & Weasel is printed monthly, 12 
Pages in length, and subscriptions 
can be obtained by sending any amount 
over £1.00 to Games Workshop, 
97 Uxbridge Road, 
London W12. 


‘You will be sent issues as they come Well, that's just about it. We hope to see you at 


Games Day. Bye. 


“out and notified when your account is 
low. fa n & swe 


Competition, 
Demonstration 
or Invitation 


PRIZES 
Kindly donated by com- 
Panies in brackets 


ANCIENTS (Tabletop) 


CARD GAMES 


CARROM 


DIPLOMACY 


Comp. Campaign (Waddingtons) 
Goal Chance (Copeman) 


Maze (Knight Games) 


Cash (Lon Draughts Ass. 


Demo. & Inv. 


Comp. Black Box (Waddingtons) 
Goal Chance (Copeman) 


Maze (Knight Games) 


Comp. Kingdoms — 1000th Hart— 


land game! (Hartland) 


Comp. Man-Eater (Footloose) | 


Demo & Comp. Matchday (Supergames: 


Game of Nations (adds. ) 
Goal Chance (Copeman) 
Maze (Knight Games) 


Philately (G. Dixon) 


Hoppit (Waddingtons) 
Goal Chance (Copeman) 
Maze (Knight Games) 


POSTER COMPETITION 


1 - Lux. Advice (nquot) 
(See p.11) 


Dungeon (Games W/sp) 
2 - 4000AD (Waddingtons) 
Maze (Knight Games) 
3 — Goal Chance (Copeman)} 


SQUASP 


Formula 1 (Waddingtons) 
Goal Chance (Copeman) 
Maze (Knight Games) _ 


SWORDS & SPELLS 


SYM-WAR 


TABLE FOOTBALL 


WESTERN GUNFIGHT 


White Bear & Red Moon 


Demo. & Comp]White Bear & Red Moon 


KEY 


DEMONSTRATION GAMES — How-to-play explanations and/or non-participatory 
exhibitions. 

INVITATION GAMES - Explanations of rules andin these games, visitors are 
encouraged to try the game out for themselves. 

COMPETITION GAMES - Free competitions, with prizes to be won, open to all. 


Details from the Information Stand or relevant Main Hall Stand 


The competitions do not end after Games Day! Do you know enough about any game 
to write a short article (1-2 pages of A4 @ Single Spacing)? IF so, enter the OWL & 
WEASEL article competition. Prizes of £5 Games Workshop vouchers will be won 
by the best articles received in the following categories: General; War; Fantasy and 
Humerous. Winners will be announced in O&W 27. Closing date June 1, AST ‘ 
Further details from the Information Stall. 


3 4, - 
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2 2 want to make an occasional 
escape from s mad a one of E lightly saner fantasies 
and, of these, sc d by ‘the bscence of, or sup- 
Posed high ¢ 2 Or suitable room for 
thé\real wa 


They : ar \) - 
t to begin with vill need an area large en- 
ough For some Cowboy and gm yet it must be small 
enough to enable you to move men in the centre of it without 
lying across the scenery. The best size seems to be 8ft.x Sft. 7 
Hardboard is the best matenial and, if you can find two pieces % 
5ft.x 4ft. and join them by the long side, you have it. The 
joining is done by battens at the back anda good modern ad- 
hesive on the edges to be joined, but battens are also neces—- 
sary round the rim and across the diagonals. All these sup— 
porting strips are screwed to the underside of the board by screws sunk into the top surface 
by countersinking and filling the slight depressions made with putty, plastic wood or polyfilla. 
Now paint the top surface green or a patchwork of green and brown, as you may prefer. 
This large board stands against the garage wall when not in use and rests on any large table, 
in use, which it should overhang evenly all round. 


LANDSCAPE 

Now for the landscape. For sea battles, we keep a roll of blue sugar paper. We have a 
few cut-out cardboard islands to scatter around, and a few garden stones to put on them or 
to make reefs. The palm trees sold in shops make excellent small palms if you are using 
1/36 Scale Pirates and equally fine large palms if you are using 1/72 or OO figures. For the 
more usual land battles, you need roads, rivers, hills, bridges, trees anda variety of 
buildings. 

Of these, the hills are the most difficult to arrange in a convincing manner, so let us deal 
with these first. Several methods are used. If realism is not so urgently required, then 
thick pieces of wood, decreasing in area as you go up and placed on top of one another will do, 
but polystyrene ceiling tiles, cut to the shapes of contour lines and then painted green and 
brown, are much better. If you cut the edges of the tiles so that they slope and do not present 
any "steps" or right angles anywhere, you are approaching some realistic hills. The lower 
tiles, however, must Project beyond the sloping edges of the upper ones by half an inch or sO, 
to give little ledges on which men or trees can stand. 

A second method of making hills is to make a crude framework with boxes, wire or card- 
board and then cover it with brown paper pushed and gummed into the final shape required, 
leaving plenty of ledges, as before, for men and trees. The whole of this structure is then 
covered with layers of soaked newspaper & glue to form, on drying, a papier—-mache hill 
from which the inner brown Paper and the rough frame can now be removed. A better final 
layer, though more expensive, is made from fibreglass, bought as an Isopon kit and put on, 

a piece ata time. Both the fibreglass hill and the papier mache hill can then be painted and 
they can be stored by packing one inside the other, which is a great advantage in any room. 

Trees represent the next greates difficulty. A "Shire" publication gives details of making 
trees from wire and foam, and you can play about with hedge-clippings stuck into holes ina 
board, but we have found it best to buy plastic fir trees, such as those made by Faller. There 
are, though, some very unconvincing types on the market and only the fir trees seem to sat- 
isfy me. 

Fences and hedges can be made, the latter from matchsticks, wire and glue but again, 
these are best bought, as they cost very little. Airfix make a fine packet of fences, and 
3ellona supply an excellent sheet of stone walls. Walls can be made up from stone wall 


(Contd. p.6) 
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British Toy Fair 1977 


Undeterred by the extra mileage to Birmingham (the Toy Fair always used to be in 
Brighton), Steve and I jumped into my ageing VW and zoomed out of an awakening London up 
the motorway in a general northerly direction. Aren't motorways a drag these days; so crow 
ded with lorries and maniacs in a frightening lane~swapping competition to save micro sec- 
onds, and leaving us lesser mortals only the occasional glimpse of clear road on which to 
conduct our journey. 

Anyway, we arrived at an amazing complex of halls, hotels, shops and even a fountained 
lake, all of which went to make up the National Exhibition Gentre — easy to get there by road, 
rail and air, but once there — trapped! To park the car, a mere £1.50 and no alternative. 
However, the car park didn't have the monopoly on high prices. Once inside, we had the op- 
portunity to buy average-sized ham rolls at 40p each, and we had it froma very reliable 
and angry source that the hotel cost 30 per night! 

Well, we blundered about for a bit until we came across halls 3 & 4, which housed the 
Toy Fair. We went in (of course) and were immediately aware of the manufacturers taking 
advantage of the increased space by the enormous, colourful, revolving trade stands; an im- 
Pressive display only slightly neutralised by the concrete floor and ‘aircraft hanger' design | 
of the halls. 

But never mind the architecture; what about the games? That's just it —- there wasn't 
much new on that score. At the Omnia stand they were showing two new games, "Bluff" and 
"Geronimo", the former looking like "Contraband" twice removed and the latter a Cowies 
and Indians dice race game up a hill for a chest of gold. On then to the Waddingtons stand 
where 5 new games were being shown, four of which (including "Game of Dracula") were for 
kiddies. The other, called "Black Box" is an abstract game invented by Eric Solomon (of 
"Thoughtwave" fame) and that should be good recommendation in itself. The Action stand 
have a game out called "Snuffy Race" (or "Sniff up 'is bum" as it is known at the Workshop! ) 
to add to the manual dexterity range for kids — and adults, too; everybody remembers the 
"Snifty Snakes" championship at the last GAMES DAY. This new game involves the players 
blowing plastic dogs' bottoms with mini empty washing-up liquid bottles to move the dogs 
along winding paths. Wierd. A new game from the Ideal Toy Co. called "Concorde" was just 
another money-dice family game. Milton Bradley , the great American invaders, showed 
their vast range of family games in all its multi-million dollar glory and you can be sure that. 
their games will soon, if not already, be in all your local shops. | 

Nevertheless, it was good to see that adult games were beginning to get some shelf space 
in this toy and family game extravaganza. For the first time, Games Centre were there, | 
exhibiting many manufacturers' games as wholesalers trying to attract retailers with a 'you 
name it, we got it' sales strategy. F.x. Schmid and Village Games together shared a stand, | 
the former company still doing their best to promote their good but relatively unknown range 
of German games, and the latter venturing into a new range of German chess sets. Philmar 
continue to add to their excellent range of adult games, with "Seastrike" and "Decline & Fall! 
two decent wargames bought from the small Sussex company, Wargames Research Group. 
"Othello" (a resurrection of "Reversi" in a new box) was being shown by Peter Pan Playthings 
who hope that the nation will get hooked on it like "Mastermind" 
as was the case in the States. Bendy Toys, British agents for 
"Petropolis", were showing their latest game, called "The Econ- 


International 


omy Game" - an interesting title, although we didn't look inside 
the box. 


Perhaps understandable because of the cost of the stands, but 
nevertheless sad, was the omission of the one-man-manufacturers 
although Jan Copeman Toys did play the one-man band by exhibit— 
ing his 'under £1' card games, the most interesting of which ap- 
peared to be "Goal Chance" a fast-moving football game similar to 
"Strip Jack Naked" . 

That was about it, really, and we left in the early evening, al- 
though Steve and I were unaware of the fact that our fun and games 
were about to start. On the way home it started raining and, as 

5 (Contd. p.6) 
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eral use-01 
papers glue. 
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Te! 
but wing good and cheapikits-Fo 
tic buildings, — well as a !Watertoo Farm- 
house". There is a series oF-Very strong 


THE TOY FAIR (Contd. from p.5) 


usual in such a situation, I turned on the 
windscreen wipers of the WW. They worked 
not. But with a bit of string and improvisation 
we resolved the problem. Tying the string to 
a windscreen wiper and putting one end 
through one quarterlight and the other end 
through the other, we constructed a strange 
but workable pull and push wiper system by 
which Steve cultivated beautiful blisters on 
his hands all the 110 miles back to London. 
What a day. 
E ASHI 


cardboard buildings sold as "Superquick — 
Series. B" which ane,cheap and of good quality 

The'hedges sold by’ Britains would Serve 
as a rather sparse hedge for 1/32 Scale, or 
as a good overgrown hedge for 00 men. There 
is, however, no need to buy hedges, as these 
are easily made from the waste parts of your 
ceiling tiles, suitable painted and with tiny 
bits of twig stuck in here and there. 

Bridges are very easy to make, either 
from wood or card, if you can't find the ex— 
cellent Bellona bridges (+ruin). You will also 
need to make a few ruins to replace houses 
hit the required number of times. These are 
easily made from card, brick paper,.a few 
bits of wood glued across broken walls and 
Plenty of black paint. 

Rivers are sold in sections by the elusive 
Bellona but are more usually made with 
lengthsof card, including.a few curves and 
one Y—junction piece, painted pale blue, 
flecked with white and covered with a layer of 
cellophane, gummed on. Rivers look even 
more realistic with a few little stones ora 
patch of gravel glued in mid-stream. We bent 
the edges of our rivers up in the shape of a 
"V' and edged them with green and brown 
strips to represent banks. 

Roads, of course, are strips of thick card 
— the thicker and heavier the better — with 
junctions, crossroads and a few curves. You 
should be able to line most of these with 
walls, fences and hedges. 


FIGURES 
Finally - the Army. If you have just come 
up on Ernie or were in the employ of Howard 
Hughes, you will be able to buy the wonderful 
little metal figures, but ordinary mortals 
will enjoy the Airfix range of plastic figures. 
In particular, the "Waterloo" range is now 
fairly complete and includes Cavalry, Infant- 
ry and Artillery in what is almost certainly 
the best period of warfare for a beginner to 
enjoy. 


1977 NATIONAL SCRABBLE 
CHAMPIONSHIP 


Once again it's time to become National 
Scrabble Champion. As usual, you need an 
official entry form and if you haven't seen 
any of these lying around your local games 
shop, then you can get one by sending a SAE 
to: 

Gyles Brandreth, NSC, Eros House, P.O. 
Box 2, Feltham, Middlesex. 


So you do want to become one of the 300 
lucky qualifiers? Well, it's a bit silly really 
in that all you have to do is play 2 games of 
Scrabble between now and March 31 with 
whomever you like, record your own moves 
and scores on the entry form, note the dates 
of the two games played and get your oppo- 
nents to sign the form verifying the score. 

This is obviously open to any kind of 
cheating you care to mention. Nevertheless, 
whether you feel like cheating or not, send 
the completed entry form, together with a 
Qin.x 4%in. SAE back to Mr. Brandreth to 
reach him by March 31. 

All these qualifying round scores will 
then be computed and the 300 contestants with 
sufficiently high scores will be invited to 
take part in any one of the 5 regional finals 
which will be held during May in Leeds, Brum, 
Bristol, Edinburgh and London. The 100 top 
word wizards from the regionals will take 
part in the National Finals on Sunday, June 
26, 1977 at the Connaught Rooms in London. 

All the finalists will be rewarded with a 
Travel Scrabble set (like winning an omlette 
after entering a hard-boiled egg eating com- 
petition) and the top 3 will receive special 
NSC trophies as well. 
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WADDINGTONS HOUSE OF GAMES 
LIMITED WISH THE ORGANISERS 
OF GAMES DAY EVERY SUCCESS 
IN THEIR ENDEAVOURS AND HOPE 
THAT SUCH BRILLIANT GAMES AS 
CAMPAIGN, GAME OF NATIONS, 
BLACK BOX, HOPPIT, 4000 A.D. 
AND FORMULA ONE WILL BE 
TRULY APPRECIATED BY THE 
SELECT AND INTELLIGENT 
CLIENTELE ATTENDING. 


WADDINGTONS 
HOUSE OF GAMES LTD 


Stand 1 
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choices throughout. 


3 ha — MoS yer 
Unique eee mechanics offering players interesting 


Easy to play but much more to it than just throwing dice! 


Why not sample it on GAMES DAY when there will be two 


Matchday tournaments (entry free) with Matchday as prizes. 


Further details from the SUPERGAMES stand(14) 


SHOGI 


(Japanese Chess) 

is played by millions in Japan and 
is fast becoming popular in the 
rest of the world. Learn to play 
this incredible ancient chess 
game. Free leaflet “How to play 
Shogi’’ and sample magazine on 
request from: 


THE SHOGI ASSOCIATION LTD., 
P.O. Box 77, BROMLEY, Kent, UK. 


George Hodges, Director 
of The Shogi Association, 
will be at GAMES DAY to 
talk about, explain and 
demonstrate the game. 


Visit the Shogi stand at 
Games Day. 


Advice 

Seven or more can pick it up at once 

and there is variety and fun in it. 

At the same time, serious strategists 
will have their hands full. 

Martin Hollis, New Scientist 


«remarkable in releaving a player's 
thinking ability. 
Yorkshire Post 
«+a real stickler for stretching the 


intellect. 
Glasgow Post 


GAME 


. -a totally new concept 
ingame design... 


Create your own Fantasy Worlds of magic, monsters and treasure with this 
role playing game that has already become a hobby in itself in the 


es, players explore unknown dungeons of you 


adventure 


and a free copy ef our own 
a large SAE to 


GAMES WORKSHOP 
97 UXBRIDGE RD, LONDON W12 


(Tel 01-749 7049) 
Trade Enquiries Welcome 


Visit the Games Workshop stand 


At the INQUOT stand (3) 


and packing in the UK), together with a wide selection of CHESS SETS, BOARD 
and SUPERB JIGSAWS are all available from:— 


THE NORTH LONDON CHESS CENTRE 


Advice 
A splendid new game...it has the 
rare merit of rules which I have 
mastered at a sitting. 
The Lancet 


Advice is pitched at a satisfactory 
level of concentration, not so intense 
as to preclude all conversation, but 
enough to stimulate the intellect. 
Law Society Guardian Gazette 


.+.it becomes more intriguing as 
one understands its intricacies. 
Update Review 


Groups of pieces 
leap across the 
board, growing, 
attaching and 
dying as each 
player tries to 
control more 
than half the 
board. Based on 
warfare, this is 
an abstact game 
-and again,... 


‘A GANE OF FLUIO MOVEMENT AND sumTLE TACTICS 


GUERILLA £2.50 
that you will play again, 
and again. 


LONDONGAME 
CONSULTANTS 


194 Goldhurst Terrace 
London NW6 
Telephone 328 3891 


(Stand 7) 


Puzzles and games composed and invented 
for all purposes. Any style, any type; easy, 
fiendish, abstract, thematic, simulations, 
you name it and we can create it. Your 


commission is our pleasure and your 
satisfaction, 


Timetable of Events 


Ritual trampling to death of Doorman 


1st DUNGEONS & DRAGONS Invitation Game 


SKAT Demonstration and Invitation Games by The London Card Club ERAT 


Littlechild 


ROOM 


EXHIBITION 


D. Giffin & S. 


GO Demonstration and Invitation Games by The London Go Centre MH 13 
"How Not to Play MATCHDAY" talk — Supergames MH 14 
MATCHDAY Tournament begins at the Supergames Stand MH 14) 
MONOPOLY Open Competition starts ER2 
DIPLOMACY Open Competition starts A2 
KINGDOMS Open Competition starts at the Hartland Stand MH 18 
TARROCK Demonstration and Invitation Games by The London Card Club ERZ7 
1st MATCHDAY Final at the Supergames Stand MH 14 
2nd DUNGEONS & DRAGONS Invitation Game ER6 


GO Demonstration and Invitation Games by The London Go Centre | MH 13 


Kar-a-a-ate Men & Pit Competitions 


4 Swords & Spells - Universal Wargames 
5 Ancients Wargame - S.L. Warlords 
6 Dungeons & Dragons - B. Marshall, 


Exhibition Room & Alcoves 


1 

2 Monopoly/Draughts table 

8 Leviathan table 

8 A. Parr & F. Tapson 

10 Western Gunfight - N. Slope 


7 London Card Club 
9 Carrom Burn 


A2 Postal Diplomacy Recruitment Stand 
AS Sym-War - Wargames Action Group 


Ai Table Football 


PHILATELY Open Competition at the Philately Stand MH2 
MAN-EATER Open Competition at the Footloose Stand MH6 
WESTERN GUNFIGHT Demonstration and Invitation Games start ER 10 
"How Not to Play MATCHDAY" talk — Supergames MH 14 
OMBRE Demonstration and Invitation Games by The London Card Club ER7Z7 
HEXAGONAL DRAUGHTS Demonstration and Invitation Games by The London 
Draughts Association ER2 
2nd MATCHDAY Tournament begins at the Supergames Stand MH 14 
8rd DUNGEONS & DRAGONS Invitation Game ER6 
ER1 


KAR-A-A-ATE MEN Open Competition 


SIMULTANEOUS DRAUGHTS Open Competition - The London Draughts Assn. | ER 2 


GO Demonstration and Invitation Games by The London Go Centre MH13 
PIT Open Competition ER1 
2nd MATCHDAY Final at the Supergames Stand MH 14 
MAN-EATER Open Competition at the Footloose Stand MH6 


Dungeons & Dragons Society inaugural meeting 


Snack Bar Annexe 


SKAT Demonstration and Invitation Games by The London Card Club ER7 


Used Games Auction 


King’s Road 


MH Stage 


KING RACE DRAUGHTS Demonstration by The London Draughts Association ER2 


PLAN OF GAMES DAY 


KING RACE DRAUGHTS Open Competition ER2 
4th DUNGEONS & DRAGONS Invitation Game ER6 
GO Demonstration and Invitation Games by The London Go Centre MH 13. 
SQUASP Open Competition ER 3 
Games Day Poster Competition results MH_ Stage 
TARROCK Demonstration and Invitation Games by The London Card Club L ER7 
Presentation of Prizes MH_ Stage 


KEY: MH = Main Hall 


|} ALL-DAY EXHIBITIONS 


ER 5 - Tabletop wargame, 
Ancient period — by The 
South London Warlords 


ER 4 - Fantasy wargame: 
Swords & Spells — by The 
Universal Wargames Soc. 


Waddingtons House of Games 
Village Games / F.X. Schmid 


A3 —- Sym-War Demo. by 
Dave Rotor & Wargames 
Action Group 


Key to Main Hall Trade Stands 
7 London Game Consultants 


4 Sigma Games Club 

5 Ironside Games 

6 Footloose Productions 
8 Inquot 


SNACK BAR 


9 Knight Games 
10 Games Workshop 


1 


2 Philately 
83 Skytrex 


1 


15 Paul & Teresa Bailey 
16 The Shogi Association 
17 Games Centre 


12 Jan Copeman Toys 
18 Hartland 


13 London Go Centre 


14 Supergames 
19 Information 


3 


ER = Exhibition Room 


NFT GAMES / 
(No Fixed Time; all day) 


ER9 - Carrom - C. Burn 

ERS - Petal Throne — 
Gary Porter 

ERS - White Bear & Red 
Moon — Ron Canham| 

ER2 - Draughts talks - 
LDA members 

Ai — Table Football 


A = Alcove 


POSTER COMPETITION 


The "Games Day" posters 
show 11 games in action. 
Can you name them? Ent 
forms from the Info: Stand 


- the first, second and 
third correct answers 
drawn from a hat will win 
valuable prizes! 


CAMEC RAvV 


PLAN OF 


thearted game of skill. It was launched in 
and quickly became one of the fastest selling 


"A man-eating shark, crunching off a leg here and there for one 
point, chewing through a whole swimmer for three — brought to 
you appropriately enough by Footloose Productions". 

Gill Pyrah, The Listener 


"just Games say it is currently their best seller, a 
Diplomacy and well ahead of Monopoly... It h 


SY 
Sy 
SY 
SY 
§ 
SY 
SY 
SY 
S 
SY 
§ 
PX) extremely good as games go — cerebral rather than 
8 
SY 
&§ 
SY 
§ 
SY 
§ 
SY 
§ 
SY 
Sy 


chance and very simple to learn". 

Tim Albert, The Guardian 
" . easily carries away the title of Worst Ta fF the ear". 
Robin 


The inventors, Richard Macrory and Nicholas Young, manufactur 
marketed the game themselves. They will be demonstrating MAN-EATER}: 
during Games Day and will be happy to answer any questions. 


In addition, two MAN-EATER! competitions will be held... 


4. Beat the Inventors at their own Game Two sessions during the day. The 


SY) inventors challenge anyone to beat them — winners receive a free signed copy 
: of MAN-EATER! 
NY 2. The Shark of the Day A continuous competition throtighout the day to find 


NY the best individual shark. Anyone may enter — MAN-EATER! is simple to 
NY play and games last 20 to 40 minutes depending on your nerve. A free signed 
) copy to the winner at the end of the day. 

NY MAN-EATER! costs around £4.00 and is available from many games shops. 


Inquiries to: Footloose Productions, 


SY 68 Stockwell Park Road, Send B 
% London SW9. an 
SY 


Waaaaaanaaanaaaaaaanadaaaaaaaaaas: 
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and 
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THE THINKING 
PERSONS 
GAMES SHOP 


++. more than a games shop. 

We are an information centre 

and a meeting place for games clubs. We 

keep an enormous selection of international KNGH 

games, books and puzzles. 93°0ld 2aiES 
London W.1. 


Special discounts for schools. Tal ! 
el: 01-439 1842/3 


OPEN G DAYS A WEEK 10am to 8pm Stand 9 


HARTLAND 


- when the 
‘Railway Age’ 
‘began 


THE GAME OF ANCIENT 


KINGDOMS 


A GAME IN THE CLASSIC STYLE 


HARTLAND TREFOIL LTD. 96 Main Road, Duston, NORTHAMPTON NN5 6RA 
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PABEFe Raw 


PIL AN OE 


Xerxes, Sniff, Trade, 
Pagoda, Laska and 
Masco are just a few 
in the exciting range 
of adult games from 


F.xX. Schmid. 


Stand 11 


Available from: 


village games 


15 kingswell/heath street/hampstead/london nw3/tel 435 3101 


What de 7 do after Games Day? 


Many visitors to GAMES DAY will be relatively new to the games world. Hopefully, m 
will like what they see and will want to get themselves more involved. Here then is the 
Weasel's guide to games playing, listing clubs where they can play, shops which supply ga 
and games publications. 


FAMILY GAMES 


Games such as MONOPOLY, SCRABBLE, CLUEDO, RISK, HARE & TORTOISE, etc. 
have no organised following as such, although several games clubs enjoy playing these gar 
as light-hearted relief after more serious games. In London, try The Hanway St. Games 
Club and Sigma Games Club. Family games are reported, reviewed and featured regularly 
in Games & Puzzles magazine and, to a lesser extent, in Owl & Weasel and Sigma News. 

These games are available from most toy shops although Games Centre, Knight Games 
and Hamley's supply by mail order. 


BOARD WARGAMES 


There was a time, not so long ago, when board wargames such as the AVALON HILL a 
SPI games were not recognised as being serious by traditional (Table-top) wargamers. 
Nlappily, this situation has now righted itself and most wargames clubs have board gaming 
members. Most of the London clubs play board wargames and in particular, Ealing Games 
Group and the City University Games Club are board wargames enthusiasts. The Military 
Modelling Clubs Directory provides information on wargames clubs in the rest of the count 

UK Wargamers, a new organisation, sound as though they may become quite active in 
the board wargaming scene. 

Publications available over here are The General, Strategy & Tactics (which includes ¢ 
(ree game every issue), The Phoenix and several smaller magazines. 

AVALON HILL games are available from Tally-Ho Games (Michael's Models) and SPI 
yames are available from SPI/UK. Games Centre probably have the best range of the more 
esoteric board wargames. 


TABLETOP WARGAMES 


This branch of the hobby probably has the largest following (with the exceptions of Ches 
ind Bridge) in this country. This is partly because it goes hand-in-hand with the miniature: 
hobby (painting and exhibiting metal figures) and partly because it has been in existence for 
“very long time. An extensive list of clubs can be found in the Military Modelling Clubs 
(urectory and several annual conventions are held around the country. 

Publications include Military Modelling, Battle and various American magazines availa 
{rom Tally-Ho Games. 

Figures may be obtained from various suppliers, such as Minifigs, Greenwood & Ball, 
|leroics and Ros Figures, etc. Suitable scenery is stocked at most hobby and model railwa 
shops and some of the larger department stores. Rules are available from Wargames 
zesearch Group, Tabletop Games and Leicester Micro Models, while Games Workshop 
supply (more expensive) American rules. If you would rather obtain most of the equipment 
from one supplier, then Skytrex Ltd. and Michael's Models have extensive ranges and supp 
by mail order. 


FANTASY GAMES 


This is our department! There are very few fantasy—only games clubs in the country an 
these are mainly restricted to Universities and Colleges, But the MM Clubs Directory 
lists 3 branches of the Sword & Sorcery Society and presumably they play fantasy games. 
However, with the spread in popularity of DUNGEONS & DRAGONS, most games clubs 
(including the London Go Centre!) have an enthusiastic fantasy faction who play very little 
else. In spite of the obvious demand, no regular meet for fantasy gamers has yet been esta 
lished in London. Maybe this can be rectified at the first meeting of the D&D Society at 
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MES DAY? (Contd.) 


intasy games are: The Dragon, News from Bree and Owl & 
way (or so rumour has itt). 

vailable from Games Workshop and so far all but 2 sets 

jt to be more British rules/games, and anyone with idea: 

blisher should contact the Workshop. 


Hi 


x Ping over here ever since July 2, 1969 when Don 
vbrought.out the fir. ritish postal Diplomacy amateur magazine (or 'Zine', as 
su ubliations have to-be {own). Now there are dozens of zines and publishers, 
many of whom don't last’ nee than 3 or 4 issues. 

Diplomacy-only freaks should contact either Will Haven, editor of Bellicus, or Mick 
Bullock, editor of 1901 and all that, if they would like to play postally. These are two of the 
longest-standing Diplomacy zines and are fairly regularly published. 


“Non-Diplomacy players should contact either Ron Canham, editor of Leviathan, or Clive 


Booth, editor of Chimaera. Leviathan deals mainly with the new breed of games coming 
over from the States : BOOT HILL, GLADIATORS, EN GARDE! , DUNGEONS & DRAGONS 
and PETAL THRONE. Also, they run CLUEDO, FORMULA ONE, KINGMAKER, etc. 
Chimaera is slightly moré conventional and offers games such as: KINGMAKER, RAILWAY 
RIVALS, 1829, SOCCERBOSS and DUNGEONS & DRAGONS. Clive Booth is a smarter-t! 
the-average editor and Chimaera makes excellent and amusing reading for both players and 
non-players. 

The usual proceedure for postal games is to write in and put your name on a Waiting Li 
When there are enough players for a game, game fees are collected (usually aroung £1 to 
cover postal etc. expenses). Moves must be sent in regularly by players to the Gamesmas 
or Referee who then publishes the results through his zine. Postal gaming has become a 
thriving hobby because it provides a way in which solitary gamers, either in remote areas 
the country, or with non-gaming friends, can indulge their interests. 


To review these properly would take an article in itself, as there are so many different 
games and organisations devoted to each. The best we can hope to do here is to list organis 
ations from which further details may be obtained: 


BACKGAMMON - The London Backgammon Society, 146 Kingsland High St, London E8 
(254 8182) 

BRIDGE - The Acol Bridge Club, 86 West End Lane, London NW6 (624 7407) 

CARD GAMES - The London Card Club c/o John McLeod (422 8647) Meets every Tuesday 
7:30-12:00 at Knight Games 

CHESS - Tournament Chess Supplies, Edward Penn, 7 The Larches, Palmers Green, 
London N13 5AZ (886 1148) 


DRAUGHTS ~- The London Draughts Association, Tom Landry, 53 Hillfield Rd, London NW6 


(794 5460) 
GO - The London Go Centre, 18 Lambolle Place, London NW83 4RG (586 1830) 
SHOGI - The Shogi Association, P.O. Box 77, Bromley, Kent 


Games Shops 


The following are thecountry's 8 'Games Only' shops: 


BRAIN GAMES - 25 Station Rd, Holmfirth (nr. Huddersfield) — Holmfirth 4191 
GAMES -— 52-54 Manchester St, Liverpool L1 6ER — 051 236 2605 

GAMES CENTRE - 16 Hanway St, London W1 —- 636 8278 

GAMES GALLERY ~- 13 Forrest Rd, Edinburgh, Scotland - 031 226 3354 
JUST GAMES - 68 Brewer St, London W.1 — 734 6124 

KNIGHT GAMES - 33 Old Gompton St, London W.1 - 439 1842/3 

TALLY-HO GAMES - 650 High Rd, N. Finchley, London N.12 — 445 3044 


VILLAGE GAMES - 15 Kingswell, Heath St, Hampstead, London NWS ~ 435 3101 16 


Shops and Suppliers 


Games, rules, figures, etc. may also be obtained from the following, as mentioned in 
this article: 


GAMES WORKSHOP ~- 97 Uxbridge Rd, London W12 8NL - 749 7049 

GREENWOOD & BALL - 61 Westbury St, Thornaby-on-Tees, Teesside - Stockton 68059 
HAMLEY'S — 200-202 Regent St, London W1R 5DF -— 734 3161 

HEROICS & ROS FIGURES ~- 36 Kennington Rd, London SE1 

LEICESTER MICRO MODELS - 8 Kelvon Close, Glenfield, Leicester 

MICHAEL'S MODELS ~- 646-648 High Rd, N. Finchley, London N.12 - 445 6531 
MINIFIGS — 28-32 Northam Rd, Southampton, SO2 OPA - 0708 20855 

SKYTREX - 28 Church St, Wymeswold, Leicestershire - 0602 48457 

SPI/UK — Crown Passages, Hale, Altrincham, Cheshire WA15 9SP - 061 941 1533 
TABLETOP GAMES - 92 Acton Rd, Arnold, Nottingham — Nottingham 213233 
WARGAMES RESEARCH GROUP - 75 Ardingley Drive, Goring by Sea, Sussex — 0908 445: 


Publications 

Further details of publications mentioned above may be obtained from the following: 
BATTLE —M.A.P Ltd, P.O. Box 35, Bridge St, Hemel Hempstead, Herts. - 0442 2501/2 
BELLICUS — Will Haven, 4 Victoria St, Chorley, Lancs. 


CHIMAERA - Clive Booth, 71 Glara Mount Rd, Langley, Heanor, Derbyshire DE7 7HS 
THE DRAGON - Games Workshop, 97 Uxbridge Rd, London W12 8NL - 749 7049 


THE GENERAL ~- Tally-Ho Games, 650 High Rd, N. Finchley, London N.12 - 445 3044 
LEVIATHAN — Ron Canham, 48 High St, Ipswich IP1 3QJ — 0473 51988 
MILITARY MODELLING - M.A.P. Ltd, P.O, Rox 35, Hemel Hempstead, Herts-0442 2501 
NEWS FROM BREE - Hartley Patterson, 'inches' 7 Cambridge Rd, Beaconsfield, Bucks. 
1901 AND ALL THAT - Mick Bullock, 14 Nursery Ave, Halifax, Yorks HX3 5SZ 
OWL & WEASEL ~- Games Workshop, 97 Uxbridge Rd, London W12 8NL — 749 7049 
(HE PHOENIX — SPI/UK, Crown Passages, Hale, Altrincham, Ghes. WA15 9SP-061 9411! 
SIGMA NEWS — 3 Northwood Rd, London N6 STL. = 340 38577 
STRATEGY & TACTICS — SPI/UK, Crown Passages, Hale, Altrincham, Ches — 061 941 15: 
Clubs 

Details of clubs mentioned above may be obtained from the following: 


MILITARY MODELLING CLUBS DIRECTORY 


M.A.P. Ltd, P.O. Box 35, Bridge St, Hemel Hempstead, Herts. HP! 1EE 0442 2501 /2/ 


CITY UNIVERSITY GAMES CLUB - Andrew Holt, Computer Unit, City University, St. 
John St, London EC1 

' |-ALING GAMES GROUP - Meets Wednesdays @ 6:45 at the Northfields Mission Hall, 
Northfields Ave, Ealing, London W.13 

HANWAY ST. GAMES CLUB - Mon.-Sat. @ 11am-Midnight at the Casablanca Restaurant ; 
Hanway St, London W.1 

SIGMA GAMES CLUB - Every 2nd & 4th Sunday in the month from 3pm-Midnight at Knight 
Games, 33 Old Compton St, London w.1 

UK WARGAMERS ~ 74 Gherry Tree Rise, Buckhurst Hill, Essex 

Special mention must be made of the longest-standing games club in Britain, which operate 

postally and holds an annual convention: 

THE NATIONAL GAMES GLUB - 27 Elm Close, Amersham, Bucks. 
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D&D. SOClETy 


the DUNGEONS & DRAGONS! SOCIETY is free and open to 
all D&D players, both novices Aand\éxperienced players alike. 
Simply (Send us Your name andaddness (or give it to us at GAMES 
DAY). /Soifan' the D&D Soc. is Simply a collection of names and 
letters ahd! its organ is a page or byolin O&W. 


BUTWACTIVITY ISIN THE AlRt 


ThE FIRST MEETING-OF thé-D& Soc. will take place at 
GAMES DAY, when members (and other interested persons) will 
discuss the future of the Society. But first here are this month's 
new members: 


Ross)Inglis/= 50 Donenaile St; Fulham, London SW6 
Dick Frank — 50 Kirkhill Rd, Penicuik, Midlothian 
Robert Krejzl - 94 Cromwell Ave, Highgate, London N6 


GAMES DAY provides us with an ideal opportunity to start the D&D Soc. off with real 
activities. There are all sorts of possibilities for the Society and on the 12th we'd like to 
hear members! views and ideas and hopefully contribute a few of our own. 


x 
4 y| 


=> + of British D&D Supplements are not entirely out of the question for the more worthwhile 


D&D SOCIETY (Contd. from previous page) 


2/. ACTIVITIES TO PROMOTE THE SOCIETY AND THE GAME 
Particular instances in mind here would include organising D&D displays at wargame 
and SF/F conventions, giving talks at Universities, Colleges, club meetings, etc. 


3/7. LARGER SCALE PUBLICITY OPERATIONS 
In contrast to Lew's observations, the press, radio and TV are interested in D&D. We 
have been contacted recently by several interested parties. Getting involved with publicity 


| of this sort is something that the Society could play a vital role in. TV is obviously the best 


bss! from the point of view of reaching the largest audience, but D&D is not particularly 
visually attractive. Perhaps members may have their own views on how D&D can be made 
to look more exciting eg. models, etc. 


| 4/7. DEVELOPMENTS 


Finally, the D&D Soc. would be in an ideal position to monitor, introduce and discuss 
new ideas and developments in the game. Initially the more important of these developments 
could be publicised through the Newsletter (or perhaps an APA), although the possibilities 


ideas, Answering players' queries would also come under this heading as, let's face it, the 
rules as they stand are far from crystal clear to a beginner. 


In my opinion, the best way to efficiently institute the proposals above would be to have 
..-er, dare | say it... an organised structure ("OH, NO!" they all groan!) Yes, I know, 


Last month's letter from Lew Pulsipher was the first we've had which actually suggested beaurocracy is a dirty word — but I really can't see any other way that the D&D Soc. can get 


constructive lines along which the Society ought to progress and members intending to at— 
tend the inaugural meeting are well advised to read Lew's letter, as it forms an excellent 
foundation on which further discussions can build. 
To recap, the main points Lew made were: 
A. One of the main aims, if not the main aim, of the Society should be to put players in 
touch with one another. This could be done by regularly updating lists of members and 


supplying these to all members and/or by arranging regular meets. Both have their pros 


and cons. 

B. The Society ought to have its own Newsletter, although this could take several forms. 
Maybe an independent Newsletter; maybe Society news should appear in already-estab— 
lished publications. In either case, news should appear regularly. 

C. The problems and advantages of D&D meetings were discussed and several useful sug— 
gestions were made. Venue is a problem. Meetings could be arranged by members at 
their own homes, or larger meetings (in churches, pubs, Student's Unions, etc.) could 
be held. 

D. The need for adequate publicity was highlighted. 

E. Finally, the question of Society structure (officers, etc.) was discussed. 


Lew's points cover most of the areas of activity of the Society, although I can see sev— 
eral others which the Society could involve itself in, namely: 


1/. EVENTS 

Regular D&D meetings are a must, but the way Lew 
envisages them, these would be a series of local 'club'— 
type events, being something like the present arrange— 


in addition to these, national or regional conventions 
ought to be held to tie these groups together, exchange 


one in Scotland and one in Manchester or Birmingham 


competitions, etc. 


Contd. next page) 
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ments that wargames clubs operate under ie. small auton 
omous groups holding weekly or monthly meets. Perhaps; 


ideas and discuss new developments. Maybe one in Londony 
would suffice. Everybody enjoys conventions and when or= 


ganising events such as these on a large scale, there are 
much greater possibilities eg. talks, films, trade stands, 


off the ground. Maybe you can and, if so, please express your views at GAMES DAY (or in 
a letter to Us beforehand if you can't make it). The sort of structure I envisage is: 
PRESIDENT 


(Co-ordination & general admin.) 


f T 1 1 


Committees; ESSENTIALS EVENTS PUBLICITY DEVELOP- 
; | | MENTS 
Mambership Lists Local | Talks New Ideas 
Newsletter National Media Answering Queries 
Convention Displays 
Eeek! Looks horrific, doesn't it?! Anyway, I suggest that the first thing we talk about at 
GAMES DAY te the structure of the Society and whether the sort of thing outlined above is 
generally approved or disapproved of by members. If disapproved, then what are the alter— 
jac Perhaps a structure such as this would be too ambitious, or perhaps it is too 
'beauroernatic for the average stomach. If approved... well, then — let's get to work! 
Remember, f\[/ASE express your views at GAMES DAY* 


++SUH+ 


GAMES DAY 


at Chelsea Town Hall, 


King’s Road, London SW3 
Saturday, 12th Feb., 1977 
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